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the  characters  are  going  to  say. 
That  informs  me  on  how  to  make 
them  act  out  the  scene.  Unless  I'm 
drawing  my  own  script.  I  don't 
know  how  I  could  do  my  best  work 
without  knowing  everything  the 
writer  knows.  I  don't  like  guessing. 

Sketch:  How  do  you  feel  about 
inking  and  the  other  aspects  of  the 

penciling,  I  hated  the  other  aspects 
because  nothing  every  came  back  to 


hope  someone  else  can  read  your 
mind.  I  quickly  started  inking 
myself  and  then  started  coloring  as 
well.  I  think  it  helped  me  become  a 
better  artist  as  well.  I  couldn't 
hide  behind  someone  else’s  work. 

It  forced  me  to  think  about  each 
stage  and  make  sure  it  all  worked. 
There’s  nothing  more  heartbreak¬ 
ing  than  seeing  a  page  come  back 
and  it  being  nowhere  near  what  you 
expected.  I'm  sure  it  was  no  picnic 
for  the  inkers  and  colorists  that 
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known  for  holding  my 
tongue.. .haha. 

Sketch:  Do  you  still  have  mentors 
In  the  business? 

Skottie:  Mike  Wieringo  would 
probably  be  the  closest  to  a  mentor 
and  I  still  didn't  think  of  him  that 
way.  I  think  he  was  a  mentor  to  me 
without  either  of  us  knowing  it.  He 
as  a  great  friend  and  we  both  had 
similar  goals.  He  didn’t  know  it, 
but  he  had  achieved  all  his  goals 
already.  That's  what  made  him 
great.  He  had  all  this  success, 
drawn  every  character  out  there, 
had  a  successful  creator-owned 
book  and  still  talked  like  he  just 
got  in  the  business  last  year.  He 
would  make  me  feel  like  I  was 
something  he  aspired  to  be  and 
that  always  drove  me  to  work 
harder.  He’ll  be  missed! 

Josh  Middleton  is  one  of  my 

closest  friends  and  while  I  don't 
consider  him  to  be  a  mentor,  he 
has  always  played  a  huge  role  in  my 
goals.  He  and  1  can  spend  hours 
rambling  on  and  on  about  ideas, 
crazy  high  goals,  pushing  ourselves 
artistically,  etc.  I  think  having 


someone  like  that  to  help  push  you 
can  be  more  important  than  having 

trying  to  achieve  the  same  things, 
and  it  can  help  give  you  the 
strength,  inspiration,  ideas,  etc.  to 
go  to  the  next  level. 

Sketch:  How  do  you  feel  about 
being  an  influence  yourself? 

Skottie:  It's  hands-down  the 
strangest  thing  about  this  job.  A 
lot  of  artists  will  tell  you  that  they 
hate  looking  at  anything  they've 
done  a  few  months  later,  let  alone  a 
few  years.  So  to  have  someone  say 
that  my  Human  Torch  series  is  a 
great  influence  on  them  6  years 
after  the  fact. .  .1  get  a  little  sick.  In 
my  mind,  I  hope  that  some  people 
forget  about  that. .  .haha.  Ijust 

it's  bad,  but  I've  grown  so  much 
since  then  and  I’ve  learned  a  lot 
about  the  craft  that  I  just  didn't 
have  then. 

On  the  other  hand,  it’s  about  the 
coolest  thing  ever.  To  read  an 
email  from  a  fan  that  puts  your 
name  in  a  list  with  people  I  wor¬ 
ship  just  blows  my  mind.  I  don't 
think  I'll  ever  get  used  to  it.  I  used 


to  read  Sketch  Magazine  and  try 
to  soak  in  every  word  and  to  think 
that  now  I'm  the  one  someone  else 
will  be  reading  about.  Blowing  my 
mind!  Haha.  Luckily,  there  are 
enough  people  out  there  that  have  a 
few  choice  things  to  say  about  my 
work  that  I  don't  think  I  could  ever 
get  too  big  of  a  head. 

Sketch:  What's  the  easiest  part  of 
all  this? 

Skottie:  I’m  not  sure  If  any  of  it  is 
easy.  It’s  a  lot  of  things,  but  1  don't 
think  easy  can  be  said  anywhere  in 
it.  Even  the  interviews  aren't 
easy. .  .which  you  can  probably  tell 

to  get  the  thing  done.  "Ha  Ha”. 
Sketch:  The  hardest? 

Skottie:  Turning  it  all  off.  It  took 
me  years  to  stay  away  from  mes¬ 
sage  boards  and  to  not  read  my 

anybody  says,  when  someone 
blasts  you,  you  feel  it.  You  can 
read  100  positive  reviews  or 
comments,  but  1  person  says  they 
don't  like  what  you  did  and  it's 
over.  We're  all  egomaniacs.. .haha. 
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gent.  Try  to  find  more  elegant  ways  to  inject  your 
perspective  and  participation  into  the  story  than 
literally  and  obviously  putting  yourself  at  the  center  of 


4. )  Inventing  Super-Formidable  Characters. 

When  you’re  adding  to  an  existing  universe,  respect 
the  established  power  structure  of  that  universe  and 
the  abilities  of  the  characters  who’ve  already  put  the 
concept  on  the  map.  Don’t  bring  in  a  new  love  interest 
or  arch-villain  or  brash  recruit  who’s  instantly  more 
impressive  and  competent  than  all  the  established 
characters. 

That’s  not  to  say  every  universe  can’t  stand  to  be 
shaken  up  by  newcomers  who  challenge  the  heroes 
and  sometimes  eclipse  them  altogether.  But  as  a 
rookie  writer,  it’s  not  your  place  to  create  those  kind 
of  game-changing  characters.  Establish  yourself  with 
some  great  stories  and  great  writing  and  then  it  will 
be  your  place. 

5. )  Making  Major  Additions  to  the  Series*  Back¬ 
ground. 

Don’t  invent  lost  daughters  the  hero  never  knew  he 
had,  or  siblings  he  never  mentioned,  or  mentors  the 
reader  never  met  before.  This  is,  once  again,  an 
example  of  something  the  veteran  writers  can  handle 
when  they've  earned  their  stripes  and  have  a  real 
sense  of  the  concept  and  its  history. 

When  you’re  just  starting  out  and  still  learning  the 
ropes,  pride  yourself  on  approaches  that  organically 
co-exist  within  the  established  structure  of  the 
concept.  Come  up  with  ideas  that  build  upon  or 
deepen  what  we  know,  in  the  spirit  of  what’s  gone 
before.  With  a  little  success,  you  may  quickly  find 
yourself  being  instructed  to  shake  things  up  and 
challenge  the  existing  boundaries  of  a  concept.  One 
editor  essentially  told  us  that  if  we  didn’t  have  any 
ideas  that  didn't  in  some  way  become  required 
reading  and  make  a  significant  Impact  on  the  ongoing 
continuity  of  the  series,  then  there  was  no  real  point 
in  us  doing  a  story  for  that  series.  But  of  course,  that 
was  after  we’d  established  ourselves  in  the  business. 

In  our  time  on  the  “Legion  of  Super-Heroes,’’  we 
were  involved  in  a  lot  of  stories  that  profoundly 
altered  that  concept  and  its  history,  and  it’s  fair  to 
say  we  weren’t  much  more  than  rookie  writers  at  that 
time.  But  most  of  those  big  changes  were  initiated  by 
the  artist/plotter  Keith  Giffen,  who’d  absolutely  paid 
his  dues  and  earned  his  opportunity  to  shake  up  the 
concept.  And  sometimes,  we  found  ourselves  in  some 
cases  actually  trying  to  talk  editors  and  collaborators 
out  of  changes  that  we  weren’t  so  sure  about.  Other 
times,  we  were  probably,  in  fact,  guilty  of  the  trans¬ 


gression  I'm  describing  here  -  pursuing  significant 
conceptual  changes  when  we  were  still  relative  neo¬ 
phytes  —  though  we  certainly  did  it  with  a  vast 

6. )  Writing  What  You  Think  You’re  “Supposed”  to 
Write. 

Don’t  layer  “meaningful”  plotlines  about  child 
abuse  or  drug  addiction  or  bigotry  onto  your  stories 
because  you  think  that's  what  good  drama  is  sup- 

Ifyou  know  these  topics,  include  them  naturally  by 
taking  what  you  know  and  weaving  it  smoothly  into 
well-conceived  stories  that  really  belong  in  the  uni¬ 
verse  you’re  writing. 

If  you  really  don’t  know  these  topics,  you’re  better 
off  writing  about  not  knowing  them  and  how  the 
world  works  from  that  perspective.  Or  educate 

Superficial,  uninformed  depictions  of  these  extremely 

annoying,  especially  within  action-fantasy  genres  that 
are  one  or  two  steps  removed  from  light  juvenile 
entertainment. 

There’s  nothing  in  the  world  wrong  with  charac¬ 
ters  whose  lives  haven't  been  directly  touched  by 
abuse  or  addiction  or  bigotry,  especially  if  they  come 
from  writers  who’re  writing  what  they  know  and  not 
trying  to  write  what  they  don’t  know. 

The  truth  is,  everyone  has  experienced  difficulties 
that  at  some  point  seem  close  to  insurmountable.  If 
you  need  to  write  about  scarred,  struggling  souls,  be 
candid  enough  to  explore  your  own  scars  with  honesty 
rather  than  guessing  what  someone  else's  scars  might 
be  like. 

7. )  Forgetting  What  the  Readers  Are  Looking  For. 

Understand  and  respect  the  established  appeal  of 
the  concept  you’re  working  on  and  make  sure  your 
story  is  delivering  it.  Don’t  focus  so  much  on  your  pet 
addition  to  this  universe  that  it  over-shadows  the 
established  aspects  that  have  built  the  fan  base  you’re 
addressing.  Give  them  the  payoff  they've  come  to 
expect  from  this  concept. 

By  all  means,  introduce  fresh  elements  that  truly 

the  vital  aspects  of  the  concept  you're  working  on. 

That’s  what  it  generally  boils  down  to.  Really 
think  about  the  needs  and  expectations  of  the  readers 
and  how  you  can  best  meet  them.  That’s  the  easiest 
way  to  avoid  accidentally  creating  Mary  Sue  charac¬ 
ters.  or  making  any  of  the  related  mistakes  they 
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Mates  ta  Draw  From 

Man  On  a  Mission 

by  Mitch  Byrd 

It's  very  easy  for  characters  in  a  story  to  be  overwhelmed  by  the  "Stuff” .  You  know,  gadgets  and  fanciful  things. 
You  have  to  keep  a  weather  eye  that  the  people  do  not  disappear  in  the  technology.  The  tech  stuff  Is  fun  to  draw, 
just  remember  you're  drawing  it  in  the  story  for  the  characters  to  interact  with.  Contrast  the  nuances  of  a 
character's  body  language  with  the  tech  stuff  s  stiffness.  When  the  two  compete,  it's  generally  best  to  let  the 
characters  win  in  graphic  presence,  even  if  the  character  loses  to  the  machine  in  the  storyline. 
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The  Guide  to  Trade  Paperbacks,  Manga  and 
Original  Graphic  Novels  Graphic  novels  are 
the  fastest  growing  segment  of  the  industry 
and  GRAPHIC  NOVEL  SCENE  provides  the 
info  that  comics  readers  want  to  know! 
What’s  in  print?  What’s  it  about?  Find 
information  valuable  to  libraries  and  essen¬ 
tial  to  comic  book  stores.  Including  news, 
reviews,  and  more.  This  is  the  reference  that 
will  help  readers  find  the  gems  they  didn’t 
know  about! 
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Willow  Art  Contest  -  Sequential 

Winner:  Sami  Kivela 

See  more  of  Sami’s  artwork  on  the  SketchMagazine.net  Discussion 
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“Allison  Sohn” 

Sketch  Cards 


Sketch:  What's  coming  up  for  you? 

Allison:  Something  exciting  that  my  editor  has  asked  i 
not  to  talk  about! 


Sketch:  Yet.  right?  Okay,  so  when  you're  making  those 
“ pretty  pictures "  of  yours,  what  medium  do  you  prefer  to 


Allison:  Right  now  I  am  in  love  with  Copic  Markers.  I  seem 
to  be  able  to  achieve  a  finish  with  them  that  I  cannot  get  with 
any  other  mediums. . . 

Sketch:  Can  you  tell  our  readers  something  of  your 
artistic  background? 

Allison:  Well,  I’ve  been  drawing  as  long  as  I  can  recall.  I 
went  to  school  for  Illustration  shortly  after  high  school:  I 
did  that  for  one  year  before  the  cost  forced  me  to  pull  out.  I 

one,  which  was  really  interesting)  for  almost  10  years  after 
that.  I  finally  went  back  to  college  for  a  degree  in  graphic 
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As  regular  Inkblots  readers  know,  I  try  to  mix  it  up 
here  with  inker-centric  topics  in  the  hopes  that 
something  appeals  to  and/or  helps  somebody  along 
the  way,  whether  it  be  shoptalk  and  tips  of  the  trade 
material  or  my  own  personal  career  experiences.  But 
for  this  column  I'm  probably  due  for  a  more  visual 
topic,  inking  being  a  visual  medium  and  all.  so  I 
thought  I'd  give  you  a  break  from  Bob  Almond  Central 
this  time  around  and  focus  on  an  interesting  discus¬ 
sion  thread  that  came  up  in  a  mailing  list  I'm  on  along 
with  other  established  inkers,  creators  and  ambitious 
artists  trying  to  learn  the  craft  called  Yahoo's  "The 
Inkwell  ':  http://groups.yahoo.com/group/the-inkwell/ 

In  this  thread  veteran  and  popular  mainstream 
mkmaster  Sean  Parsons  had  showcased  his  work 
over  Mike  Wieringo's  cover  pencil  art  for 
Ttoomorrow's  Modem  Masters  book  spotlighting 
Mike.  PJ.  Magalhaes  subsequently  asked  the 
following  question  about  his  approach  to  lineweight 
distribution  in  his  work  on  this  image  after  he  himself 
had  inked  an  image  over  Russ  Heath  pencils: 

“On  a  side  note,  I've  wondered  something  for  a  while 
now.  I  assume  It's  Just  a  difference  in  style,  and 
have  never  read  a  discussion  on  the  topic,  but  when 
I  ink  I  try  to  keep  the  lines  thinner  on  the 
side  closest  to  the  light  source  and  thicker  away 
from  It.  In  my  piece,  the  top  of  (Russ)  Heath's 
raised  leg  Isn't  as  thickly  contoured  as 
the  underside.  On  Spider-Man  In  your  Modern 
Masters  piece,  for  example,  you  have  a  thicker  line 
on  the  top  of  theforearm  that  Is  touching  the  rock 
than  you  do  on  the  underside/wrtst  area.  And  the 
thickest  line  on  him  Is  the  bend  of  the  shoulders  but 


thin  on  the  groin  and  under  leg  area,  while  I  would 
reverse  these.  I  know  It  is  done  by  many  pros 
and  visually  works  well,  but  I  don’t  understand  the 
rules  of  it.  I'd  like  to  incorporate  some  of  this 
technique  into  my  Inks  since  it  has  a  lot  of  visual 
energy  to  it.  Anyone feel  free  to  chime  In  on  this 

And  chime  in  they  did  as  Sean  himself  responded  to 

"The  truth  of  the  matter  Is  I  broke  a  golden  rule. 

My  guess  is  that  the  true  champs  like  Bob 
Mc(Leod),  BobA,(lmond).  Mcstink  ( Mark 
McKenna)  and  their  ilk  might  not  have  to  resort  to 
such  petty  trickery.  I  simply  do  what  works  for  me. 

By  pencil  dictation  the  light  source  was  on 
high  left  and  while  I  could  bs  something  about 
Spidey's  left  shoulder  and  say  that  the  angle  of  his 
head  and  the  slope  of  the  shoulder  muscle  created 
that  thick  line.  I  wouldn't  want  to  lie.  I  did  it  to 
pull  Spldeyforwardfrom  the  figure  behind  him. 

There  were  competing  thicknesses  on  the  tiger 
tutu  and  Peter's  shoulder  and  I  didn't  want  them  to 
melt  together  In  the  color  oven.  Bob  McC  can  testify 
that  once  Inking  was  about  storytelling  and  making 
solid fundamental  drawing  decisions  but  has  more 
and  more  become  something  else.  With  a  solid 
artist  like  Rlngo.  who  made  solid  decisions  in  the 
penciling  stage,  I  felt  like  it  was  my  job  to  focus  on 
the  style  and  surface  of  his  great  structure  on  this 
one.  Having  sputtered  around Justifying  my  thick 
shoulder  decision.  ..let  me  show  the  final  version  I 
sent  to  the  colorist  back  in  June.  And,  sorry.  I 
wasn’t  trying  to  trick  anyone  or  anything.  I  simply 


inkblots 


sent  the  wrong  link  In  to  the  group  last  time  around. 
1  ortglnallg  gave  Wlerlngo  two  options  to  choose 
from for  the  cover  because  I,  like  some  of  you, 
questioned  my  non-popped  Spider-man  so  I  went 
back  in  and  popped  him  on  the  board  and  re¬ 
scanned.  Below  is  the  version  Mike  wanted  to  go 
with,  which  admittedly  is  still Jlawed  as  I  played 
with  the  top  contour  again  as  well  as  thickening  the 
bottom.  I  Just  can't  ever  leave  well  enough  alone. ” 

I  replied  to  this  in  the  thread  with: 

“See,  l  don't  think  that  there  are  set  rules  to follow 
like  in  a  playbook.Just  rules  of  thumb  that  a  major¬ 
ity  might  follow.  These  especially  help  the  novice 
learning  the  craft.  But  once  you  master  this  skill  of 
inking  one  may  find  the  need  to  deviate.  I  compare 
this  to  how  when  detractors  trashed  (Rob)  Lief  eld 
back  in  the  day  (and  still  do,  but  I  digress)  saying 
that  he  distorted  his  art  because  he  couldn't  draw; 
his fans  would  say  that  he  was  like  (Jack)  Kirby 


since  Kirby’s  stuff  was  exaggerated/distorted.  But  it 
was  explained  that  Kirby  mastered  drawing  and 
figure  drawing  decades  ago  and  over  time  developed 
a  style  to  play  off  from  that  in  order  the  achieve 
different  effects  like  power,  action,  dynamics,  etc. 

This  is  what  Sean  does  (with  his  inking).  It's  what 
some  exclusively  quill  Inkers  do.  What  (Klaus) 
Janson  does.  Sometimes  in  my  inks  I  have  played 
up  more  to  the  very  defined  stylings  and  line 
weights  of  a  penctler  if  I feel  that  they  know  what 
they’re  doing  although  I  still  tried  to  throw  some 
‘traditional’  weights  in  there  if  I  felt  that  it  would 
look  better.  And  I  certainly  have  made  a  line 
heavier  to  pop  it forward  In  spacefrom  another  line/ 
object— this  is  setting  contrasts  in  space  and  that 
would,  IMHO,  take  precedence  over  the  lightsource¬ 
concentrated  inking  practice  In  that  section.  Plus 
the  color  artist  today  would  probably  set  the  light 
source  properly  and  hopefully  not  be  thrown  off  by 
that  one  weight." 
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Why  use  ComicPress? 


With  WordPress  you  have  to  use  a  template 
to  set  up  your  site.  ComicPress  offers  a  spe¬ 
cialty  design  format  just  for  us  comic  book 
creators.  And  now  with  the  release  of 
ComicPress  2.5  you  have  several  templates  to 
choose  from  when  you’re  setting  up  your  page. 

You  can  download  a  copy  of  ComicPress 
2.5  at  http://mindfaucet.com/comicpress.  Go 
to  the  "DOWNLOAD”  page  and  download  the 
most  recent  version.  Once  you  download  the 
file,  you’ll  want  to  unzip  it  and  upload  it  to 
your  server.  You  place  the  files  in  the 
WordPress  directory  under  THEMES.  Then  go 
to  WordPress  user  admin  and  under  DESIGN 
select  the  ComicPress  format  you  want  to  use. 
Before  you  select  the  theme  you  need  to  know 
what  kind  of  comic  you’re  going  to  have  on 
your  page.  Is  it  a  comic  strip  like  PVP  Online 
(http://www.pvponline.com),  a  comic  book 
page  like  StormQuest  (http:// 
www.  skystormonline .  com/sqtimestone/)  or 
something  different  all  together?  Whatever  size 
comic  you  decide  is  fine  and  one  of  the  for¬ 
mats  below  will  work. 


This  would  be  a  good  time  to  go  over  the 
different  formats  that  Tyler  Martin  has  de- 

•  Standard  Edition:  If  you've  read  online 
comic  strips,  this  is  the  layout  you  are  famil¬ 
iar  with:  a  single  blog  column  and  a  single 
sidebar  under  the  comic.  Works  well  with  a 
horizontal  or  full-page  comic. 

•  3-Column  Edition:  The  much-anticipated  3- 
column  version  with  a  wider  page  than  the 
Standard  Edition,  this  layout  also  gives  you  a 
second  sidebar  to  fill. 

•  Vertical  Edition:  For  a  narrow  or  tall 
comic,  perhaps  a  stacked  4-panel  or  mini- 
comic  page,  this  is  the  layout  for  you.  It  looks 
like  the  standard  layout,  but  in  this  one  the 
sidebar  comes  up  beside  the  comic,  filling  in 
the  extra  space. 

•  Vertical  3-Column  Edition:  Just  as  the  3- 
column  does  for  the  Standard  Edition,  this 
layout  ads  an  extra  sidebar  to  the  Vertical 
Edition,  so  the  comic  gets  sandwiched  between 
the  two  sidebars. 
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•  Graphic  Novel  Edition:  This  takes  the  Standard  Edition, 
which  can  work  well  for  large  full-page  comics  and  adds  an 
extra  sidebar  to  the  left  that  extends  up  beside  the  comic. 
This  allows  you  to  display  stuff  alongside  your  large  full- 
page  comics.  Can  also  be  used  for  those  wanting  a  third 
column  added  to  the  Standard  Edition  but  whose  comic  is 
not  wide  enough  to  span  the  wider  layout. 

The  great  thing  about  ComicPress  is  that  it  is  changeable. 
You  can  modify  the  colors,  add  a  header  banner,  change  the 
text,  and  add  directional  buttons  and  much  more.  Instead  of 
getting  into  all  the  changes,  you  should  go  to  the  forums  at 
http://lunchboxfunnies.com/forum/ 

viewforum.php?f=7comicpress/forum.  My  experience  has 
been  everyone  is  very  helpful  and  willing  to  answer  questions 
that  you  can’t  find  the  answers  to  by  just  reading  the  post. 
When  I  set  up  ComicPress  2.5,  I  had  a  ton  of  questions  and 
every  one  was  answered  quickly  with  all  the  information  that 
I  needed  to  create  a  good-looking  site. 

Be  patient  and  use  your  resources.  ComicPress  will  be  the 
best  thing  you'll  use  on  the  web  for  publishing  comics. 

Quick  Links  list: 

http://wordpress.org/  (WordPress) 
http://mindfaucet.com/comicpress/  (ComicPress) 
http://lunchboxfunnies.com/forum/ 
viewforum.php?f=7comicpress/forum  (Support  Forums) 
http://mindfaucet.eom/comicpress/readme-2.5.htmKDocumentation) 

Resources: 
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Bill  and  Sketch  crew. 

Thanks  for  another  great  issue, 
and  for  the  printing  of  my  letter 
therein!  As  always  the  mag  was 
right  on  target  to  what  interests  us 
creators  most,  be  you  a  writer, 
artist,  or  both! 

Your  answers  to  my  questions  in 
my  letter  were  well  put  and  very 
helpful  and,  1  must  add,  gave  new 
impetus  to  my  quest. 

In  this  letter  I  would  like  to 
address  the  formation  of  associa¬ 
tions,  forums  or,  if  you  will,  guilds. 
For  a  little  over  a  year  I  and  the 
fellow  members  of  the  Bart  Thomp¬ 
son  Approbation  Comics  have  been 
trying  to  gather  together  all  local 
creators  and  those  who  want  to  be 
creators  In  order  to  form  an 
association  or  forum  but  have  yet 

We've,  that  is  Approbation,  been 
holding  weekly  meetings  every 
Sunday  at  our  main  library  branch 
for  over  5  years.  There  we  discuss 
ideas,  relative  news  and  happen¬ 
ings,  critiques  each  other's  work, 
set  agendas,  and  generally  encour¬ 
age  each  other's  endeavors. 

As  said,  about  a  year  ago,  we 
decided  to  open  this  to  any  and  all 

learn  about  or  hone  their  craft.  In 
other  words,  share  what  we  have 
learned  and  experienced  and 
learned  from  others. 

ways,  form  friendships,  encourage 
each  other,  learn  from  each  other  s 


successes  and  mistakes,  and  for 
general  fellowship  with  like  inter¬ 
est-minded  individuals, 

I  know  there  are  many  more 
creators  and  want-to-be's  in  our 
area,  such  as  The  Feral  Comics 
Group,  Streetlight  Graphics,  and 
various  other  individuals  and 
groups,  and  for  the  life  of  me,  I 

individuals  would  not  wish  to  form 

near  to  my  small  accomplishments 
as  I  am  without  the  people  who 
encouraged  me,  guided  me,  and 
shared  their  knowledge  and  friend- 

Going  It  alone  is  tough!  Wouldn't 
it  be  better  to  have  many  voices  in 
the  crowd  to  cheer  you  on  and  if 
need  be  help  you  along?  Or  is  it 
that  egos  get  in  the  way?  That  "I’m 
the  Next  Big  Thing”  attitude  that  I 
hear  about  oh-so-olten! 

Maybe  it's  my  age,  but  I  feel  you 
should  be  a  bit  more  humble  in 
your  approach.  Concentrate  more 
on  honingyour  craft  and  practicing 
your  skills  by  producing  output 
than  by  claimingyou're  already 
there  and  have  no  need  of  further 

I  know  that  for  every  page  I 
produce,  every  comic  that  1  finish, 
the  next  just  keeps  getting  better!! 
For  I  am  learning  from  every 
conversation  and  critique  from  and 
by  my  peers!  I'm  proud  of  every 
comic  I've  had  a  hand  in  producing! 
Maybe  not  so  much  the  artwork  I 


did  within  its  pages,  but  in  the  fact 
that  I  did  it!  Did  my  best  at  that 
time  and  skill  level  and  the  people  I 
did  the  work  for  like  it  enough  to 
request  more! 

I  don't  worry  about  being  “The 
Next  Big  Thing”;  I  just  concentrate 
on  being  the  best  I  can  be!  If  and 
when  recognition  comes,  it  will  be 
because  others  thought  well  of  my 
work,  not  because  I  thought  it  so! 

So,  let's  put  egos  aside  for  now, 
humble  ourselves  before  the  craft, 
join  together  in  true  community 
and  become  the  voice,  not  be  the 


Steven  Doty 

Wow,  Steven,  you  write  an 
interesting  letter,  bringing  up 
several  points  l  can  latch  onto 

First,  you  and  anyone  else  who 
reads  my  editorials  will  know  that 
I’m  big  on  collaboration  and 


and friendships  that  have  stayed 
with  me  for  several  years  and  still 
have  impact  In  my  life  and  work. 
From  my  days  in  Elf  quest fandom 
to  being  a  member  of  Apa-5  to 
joining  up  wlthfellow  X-Apa 
members  Tom  and  Mary 
Bierbaum  on  a  comics  for  Sky 
Comics  called  Dead  Kid  Adven¬ 
tures,  I’ve  reaped  the  benefits  of 
those  associations  andfriendshlps. 
And  hopefully  In  the  meantime, 
others  have  as  well. 


So,  to  address  your  points  a 
little,  I'm  going  to  give  you  a 
Crash  Course  in  Bill's  Fan  Days. . . 

When  I  was  In  college,  my  best 
friend  Alan  Gillispie  and  I  got 
into  Elf  quest. fandom.  We  Joined 
one  of  the  “ holts  ",  Timberlake 
Holt,  and  dove  into  writing  and 
drawing  stories  and  tllos  with  our 
elf  selves.  Somewhere  In  there,  we 
joined  several  other  holts  and 
contributed  to  the  official fan  club 
pub.  For  me.  It  was  a  creative 
time  that  spurred  me  into  action 
and  new  realms  of  creative 

After  college.  1 joined  Apa- 
5  just  as  the  guys  who  would  form 
Dark  Horse  Comtes  were  getting 
out,  but  that  summer  In  1 986 1 
did  meet  Chris  Warner  and  Mark 
Badger  at  the  Chicago  Comicon. 
To  this  day,  1  still  trade  messages 
with  them,  but  the friendships  I 
made  In  my  apa  days  are  still 
with  me.  Robin  Ator  Immediately 
sprtngs  to  mind,  a  longtime friend 
and  now  a  contributor  to  Sketch 
Magazine. 

I  was  also  a  member  ofX- 
Apa  and  that’s  where  1  “met"  Tom 
and  Mary  Bierbaum. 

1  also  did  some  of  my  own 
small-press  comics,  called  Amal¬ 
gam,  which  was  a  collection  of 
collaborations  mostly. . . 

So,  skip  ahead  a  few  years  and 
Tom  and  Mary  are  working  on  their 
own  title  for  Sky  Comics  called  Dead 
Kid  Adventures.  They  knew  me  and 
my  inks  and  recommended  me  to 
their  publisher,  some  guy  named 
Bob  Hickey 

And  guess  what .  I’m  still 


Emergency  Officer,  the  second-ln- 


as  a  lack  of  his  participation.  That 

Is,  what  I  saw  . 

So,  John  McClimons.  if  you  ever 
read  this.  I’m  sorry  for  being  a 
jerk.  If  there’s  a  positive  In  that 
episode,  I  learnedfrom  it.  Truly  I 


If  I  were  you,  I  would  continue  to 
focus  on  your  own  efforts.  If  the 
other  creators  In  your  area,  don't 
want  to  join  in,  maybe  they  will 
someday,  but  you  can’t  dictate  the 
path  they  take.  As  long  as  they 
know  that  you're  availablefor 
feedback  and  friendship,  that's 
really  all  you  can  hope  for.  They 
may  have  their  own  reasons  for 
why  they  aren’t  Joining.  Focus  on 
you  and  your  group  and  reap 
those  benefits.  The  cream  will  rise 
and  possibly  along  the  way. 
others  will  see  what  a  positive 
experience  It  can  be  and  stop  by 
one  afternoonfor  a  get-together. 

In  the  meantime.  I  would  suggest 
you  check  out  otherforums  online, 
such  as  Art  Unleashed,  the  Blue 
Line/Sketch  Magazine  forum! 
www.  bloodandroses.  com/forums 


There  have  been  some  down 
points  In  all  this,  too.  For  ex¬ 
ample,  when  1  was  a  pup  in  Apa- 
5. 1  opened  my  big  yap  and  the 
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